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Practice of a relevant skill development program for child rearing support in the Bunkyo 
Penguin Room (2nd report)
- Through development of behavior observation skills by students using visualization materials 
employing the PF-NOTE Prototype -
KAWABATA Aiko, GOTOH Mamoru, UEKI Katsumi,  
NAKAJIMA Taira, KUMAI Masayuki and WATABE Shinichi
Abstract:　The purpose of this research is to develop relevant skills through activities which improve the 
"behavior observation skills" of students who aim to be professionals in child development support. In particular, 
this research emphasizes effective reflection on practice by students who aim to be teachers in the field of early 
childhood education or special needs education. This second report addresses the role playing practice of students 
using a relevant skill development program developed by Goto et al., and reports that, through that program, hints 
were obtained for supporting students. 
 In this research, scenes of role playing practice were recorded with a VTR, and using those tapes as analysis 
materials, students were asked to press a clicker at "each point thought to be a good scene" for students and 
experts, using the "PF-NOTE Prototype" reaction gathering and presentation system developed by Nakajima et 
al. Then materials were created which graphed those points along the corresponding time series for the video. In 
this research, students were encouraged to reflect using those results, and the differences were clarified between 
the features of the points of interest in role playing scenes of students, and the features of experts in the same VTR 
materials. 
